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osx 


Internet Explorer 

Netscape 

Safari 


Windows 


Internet Explorer 
Netscape 



CM 



Purpose 


3D models 


3D models 


3D models, animations 


3D models, animations 


3D models, animations 


Sound/music 


Sound/music 


Image 


1 

o 


AutoDesk 


AliaslWavefront 


AliaslWavefront 
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Discreet 








Name 


DXF 


AW Object 


Maya Binary 


Maya ASCII 


3D Studio MAX 


Wave 


I MIDI 


i JPEG 


Sujfix 


.dxf 


.obj 


qui- 


.ma 


.max 


.wav 


.mid 
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Negative 


User encourages sad or bored behavior in the 
character 


User's negative interaction with character 
continues throughout virtual worlds 


The consistency with which the user interacts 
in a negative way 


User allows and does not stop negative 
influence of antagonist 


User feeds a sickly food to the character 


Positive 


User interacting in a happy, positive way with 
the character 


User's positive interaction with character 
continues throughout virtual worlds 


The consistency with which the user interacts 
in a positive way 


User increases character's level of happiness 


User feeds a healthy, good, often "branded" 
food to the character 




Temperament 


Pervasiveness 


Permanence 


Aid 


Nourishment 
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Num Category 


Code Module /Library 


Functionality 


Version 


1 


En^nB 


Story Engine 


Imposes atop-lev^ story on the open^nded 

interactions 


V2.0 


2 


Engine 


Bdiavior Engine 


Implements Sensor, Behavior, E motion and 
Leamina subsystems 


VI .0 


3 


Engine 


Music Engine 


Plays out emotionailycdored music in response 
to the usei^s and characters' actions 


VI .0 


4 


Engine 


Cinema Ent^ne 


Controls the autonomous camera and Ogl^ig of 
the scene 


VI 


5 


Engine 


MmationEnpie 


Interpretstiie b^avior system com mauls based 
on the character's motor skQIs 


VI .0 


6 


Date 


M Graph Dalta Structure 


Holds aD beha^flor, emotion, motor and learning- 
rdsted data for all characters, raid and cam era 


VI .0 


7 


Data 


.m Fife Specfkstion 


wr^e!> document (iwt co<fe) 


VI .0 


8 


Data 


JnaPafser 


readMrrte tuncbonaGty for jnq file form at 


KM A 

VI .0 


9 


Plava' 


Aodlcetion Main 


Coremsthe Plaver main Iood 


vt.o 


10 


Player 


j^ication Update 


Takescare of Verslonnig of the Player iHest looks 
fbravaiible uDdatesandmanaoesthem 


VI .0 


11 


Piayar 


Pa^ststent State Manager 


Kreps track of the state of the scene as d-wnged 
bvthe user talksto P ersister 


VI .0 


12 


Player 


Code Enter 


^sfloKAsthe user to enter Pov«rCodes; tdks to 
Authorizer 


VI .0 


13 


Player 


GrcqDhics Adeqster WadTangent 


Profides an interfeoe bdNAeen animation engine 
and WQdTansent grat^hlcs 


VI .0 


U 


Player 


Graphics Adapter 2D 


Profides an interface betv«en animation enpne 
and a possible 2D craphics solution 


V2.0 


17 


Plaver 




wr^n 4t>camM {lact code) 


V2.U 


18 


Player 


Java /tf^l VI D Implementation 


Defines esnfiPllo accessing the Engine's 
ttinctiondSv^om Java 


V2.U 


15 


External 


Persister 


A module responsible for exchange betv«en 
Persistent State Manaoer and a storaoe device 


VI .0 


16 


External 


AUthorizer 


A module responsible for exchange betveen 
Code Ertter and a code verifier of choce 


KM n 

VI .0 


18 


Tod 


Mication Main 


Conainsthe Tod main loop 


V2.0 


19 


Tod 


jnaParser 


readAMite fundionalitY for Jna fredesHHiecn 


V2.0 


20 


Tod 


Importer WildTangent 


A parser for WitelTangenfs 3D data tiles; wllhave 
to cooDwate (frecHvvMththe comoanv 


V2.0 


21 


Tod 


importer jnb 


A parser for Maya proprietary data fles; v«11 have 
to Goooerste directly wth the company 


Kn n 

V3.0 


22 


Tod 


Importer max 


A parser for 3D Studb MAX proprietary data files; 
v«1 have to cooperate directly vuth the company 


Vj.U 


23 


Tool 


other Importers 


based on the de\e lepers^ recprements 


YjXj*' 


24 


Tool 


Graph Libraries 


G^erd sofbAsre libraries for creating, 
maniputeiinq and disria vina oraoh structures 


V2.0 


?f> 


Tod 


GUI Sensor 


GUI tor devetopina and editina Sensor netvu^rks 


V2.U 


26 


Tod 


GUI Behavior 


GUI tbr devek)pina and editina ^havior net>M)rks 


V2.0 


_27_ 


Tod 


GUI Emotion 


GUi tordevelopjrqandeditinqEmotkmnetwnlcs 


V2.U 


28 


Tod 


GUI Learmna 


vtUI lOr uGVciopnu onci ^siurnji lcoiiuiiii i KHinunio 


v> n 


_29. 


Tod 


GUI Motor 


GUI tbr developinq and editinq Motor nety»rks 


V2.0 


30 


Tod 


3D Scene Graph 


A a) sasne araoh forthe real-time preview 


V2.0 


31 


Tod 


3D Real-Time GraplTics 


A3D real-time graphbs engine; either licensed 
3rd party or devek)ped in-house 


V2.0 


32 


Tod 


Export erWildTangerft 


An exporter forWikfTangent's data files; vfO have 
to cooperate cfirectlv vih the company 


V2.0 


33 


Tod 


ExDQrter2D 


/^exporter for 2D CD^anhics 


V3i>f 



• f 




